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1) INTRODUCTION 

BORODINO is a grand tactical military simulation of the crucial battle in 
Napoleon Bonaparte's attempt to conquer Russia. As Napoleon Bonaparte, 
use your joystick to maneuver the Grande Armee across the battlefield of 
Borodino, Russia. This is your last chance to destroy the Russian Army 
before winter sets in. 

2) COPY PROTECTION 

This game is not copy protected for your convenience. Please do not 
abuse the trust we have placed in you. I hope that you will show this game 
to your friends, but please don't give them a copy of it. KRENtek Software 
is a very small company and any lost sales affect the number and quality of 
games that we can bring to you. End of sermon. 

3) A NOTE ABOUT STYLE 

In this manual, I have frequently used everyday expressions to describe ac¬ 
tions and events, rather than the terminology that might be used by those 
familiar with Napoleonic history. To those who are already familiar with the 
tactical concepts, the expressions may seem odd or imprecise. Please bear 
with me. My intent is for the manual and the game to be easily understood by 
those not yet familiar with the military concepts and terminology. 

4) LOADING THE PROGRAM 

Before loading the program, please make a backup copy (see enclosed in¬ 
structions for your computer) and keep the original in a safe place. Then, 
following instructions for your computer, load the program. Manual 
references are based on the Atari computer, related commands are given on 
the instruction sheet. 

5) SCENARIOS 

After the TITLE screen, the SCENARIO screen will appear. Press OP¬ 
TION to choose a scenario. Press START to move to the OPTION screen. 
Historical scenarios: 

"Assault on Schevardino", Sept. 5th - depicts the first day's combat. It 
uses only a few units and is recommended as a starting scenario. 
"Historical Two Day Battle", Sept. 6th - depicts the second day's com¬ 
bat. It uses more units for a more difficult game. 

"Historical Battle of the Third Day", Sept. 7th - depicts the third and 
final climactic day. 

'The Complete Battle", Sept. 5th - depicts the entire 3 days of battle. 
Takes about 5 (or more!) hours to play. 

What-if scenarios: 

"VARIANT: Davout's maneuver" - depicts the third day using the 
assumption that Marshal Davout brings his Corps on from the 
South in a flanking maneuver. 



"VARIANT: Alternate Russian Setup", Sept. 7th - the Russians set¬ 
up in anticipation of Napoleon's frontal assault. 

"Afternoon Attack on the Great Redoubt", Sept. 7th - a short scenario 
depicting the assault on the Great Redoubt. 

"Morning Attack on the Fleches", Sept. 7th - a short scenario depic¬ 
ting the assault on the Fleches. 

Finish Saved Game: This brings up a new screen which lets you type in the 
name of a game that you have previously saved. See 17) SAVING THE 
GAME, ENDING THE GAME for more information. 

6) OPTIONS 

After the scenario screen, the OPTION screen will appear. To alter the 
setting of the currently displayed OPTION, press the SELECT button. To 
move to a new OPTION, press the OPTION button. 

The computer player' OPTION turns the computer player on and off. 
Select YES to have the computer play the Russians. 

Select SEE to have the computer play the Russians, but allow you to 
see the computer player's plans. 

Select NO to allow you (or a friend for two players, including play- 
by-mail) to play both sides. 

The 'difficulty level' is used to indicate how intelligent you wish the Rus¬ 
sian computer play to be. 

Select EASY for a beginner level game. 

Select MEDIUM for an intermediate level game. 

Select HARD for a difficult game. 

'Russian Toughness' can be used to lower the morale of the Russian units 
slightly, making them easier to beat. Can be used to balance a two player 
game. 

Select NORMAL for the regular morale level. 

Select EASY for the lowered morale level. 

'French Toughness' can be used to lower the morale of the French units 
slightly, making them easier to beat. Can be used to balance a two player 
game. 

Select NORMAL for the regular morale level. 

Select EASY for the lowered morale level. 

The 'morale' OPTION determines if the morale of the units is to be used 
in calculating combat results. 

Select YES to use morale in combat. 

Select NO to ignore morale in combat. 

The 'fatigue' OPTION determines if the fatigue of the units is to be used. 
Select YES to use fatigue. 

Select NO to ignore fatigue. 

When you are satisfied with your selections, press START to move to the 
MAP screen. 

If you are continuing a game that was previously saved, the OPTION 
screen will be displayed so that you can see what OPTIONS are in effect, 
but you cannot change the selections. Press START to move to the MAP 
screen. 




7) THE BATTLEFIELD 


After you press START, you will see the center of the battlefield. Above 
the battlefield is the date: SEPTEMBER X, 1812, and the current time. For 
scenarios greater than one day in length, nights end at 11 pm and mornings 
begin at 6 am. Unless otherwise noted, all references to time will be as 
measured on the game clock rather than real time. In the middle of the 
screen is the map of the battlefield. The French begin on the west (left) side 
while the Russians occupy the center of the map. Moscow is off of the east 
(right) edge of the map. 

To look at the rest of the map, move the cursor by pushing the joystick. 
(For the C64 version for 2 players, both joysticks may be used.) It can be 
moved up and down, side to side, or diagonally. When it hits the edge of the 
screen, the map will begin to move until you reach the edge of the map. The 
entire battlefield area is encompased by a green border (for smaller 
scenarios, there is a green border around the area to be used in the 
scenario). There are a number of different types of terrain that affect move¬ 
ment and combat. These are: 


Terrain 

Description 

Clear 

empty light green square 

River 

wide blue line 

Stream 

narrow blue line 

River Ford 

broken river/stream 

Bridge 

broken river/stream 

Woods 

dark green tree shapes 

Trail 

dark green tree shapes 

Village 

dark grey squares 

Slope 

radiating brown lines 

Redoubt 

brown V 


To find out what type of terrain the cursor is over, press the fire button. 
The name of the terrain type will be displayed in the gray strip at the bot¬ 
tom of the screen. 

On the right half of the grey line is the game speed indication. You press 
the number keys to adjust how fast the game will play and the current set¬ 
tings are displayed here. See 16) SETTING THE SPEED AND PAUSING 
for more information. 

Just above the gray line are two purple lines. This strip will display a prompt 
to press the OPTION (f3) button. This will add the units to the map. Press OP¬ 
TION (f3) when you have finished looking at the terrain on the map. 


8) INSPECTING THE TROOPS 

The French units are blue. The Russian units are dark green. There are 


several different types of units: 


Type 

Normal 

Infantry-column 

0 

Infantry-line 

0 

Infantry-square 

□ 

Light Cavalry 

□ 


Disorganized Routed 

® ■ for all 

® types 


0 


a 


Heavy Cavalry N 

Artillery □ □ 

Horse Artillery H a 

To gain more information about a unit, place the cursor over the unit and 
press the fire button. Information appears at the bottom of the screen. This 
is called the unit display. For French units, the top line has the unit's na¬ 
tionality, the unit's name, its division name, and its corps number. The 
names are important for stacking (see 10.2) Stacks). The bottom line has the 
unit's type and strength, and the morale and fatigue levels of the unit, if you 
selected those OPTIONS. For Russian units, only the nationality appears 
on the first line, and only the type and strength appear on the second line. If 
on the OPTIONS screen for COMPUTER OPPONENT:, you selected 
'SEE' or 'NO', unit information will be shown for the Russian units also. 
Some infantry and cavalry units have guns (cannons) also. 


9) HOW TO GIVE ORDERS 


In general, orders are given to all units in the same way: 

1) place the cursor on the unit to be given orders, 

2) press AND HOLD the fire button to get a special cursor, 

3) while holding the fire button, place the cursor on the target square, 

4) release the fire button. 

Just looking at a unit has no effect on the unit's orders, moving the cursor 
while looking at the unit does. To erase an old order, simply give a new 
order. To cancel a unit's orders, select the square that the unit is in as the 
target square. To do this, press and hold the fire button, move the cursor 
out from the unit, then move it back to the unit and release the fire button. 

In addition to the cursor, there is an X that marks the target square. Say 
you select a unit and order it to move forward one square. After you have 
issued the orders, go back to the unit and press the fire button again. There 
will be an X in the square the unit was ordered to move to. If the unit 
doesn't have orders, the X will be in the same square as the unit itself. 

Now the tricky part, there are several different types of orders that may 
be given. Not all units can be given all types of orders, but here are the types 
of orders: 


1) fire artillery guns - yellow cursor 

2) move as column - white cursor 

3) move as line - red cursor 
And here is a table of which units can do what: 

infantry cavalry 

fire no no 

column move yes no 

line move yes yes yes 

To use a particular type of cursor, you must *move* the cursor while it is 
the proper color. Once the cursor has been moved, it will not change color. 
Of course, if you release the fire button, the cursor will disappear, and you 
can begin again. 


artillery 

yes 

no 


Cavalry — It's simple. When you press the fire button, a red MOVE 
CURSOR appears and you can enter your orders. 




Artillery — For artillery, there are two cursors, the yellow FIRE CUR¬ 
SOR, and the red MOVE CURSOR. When you press the fire button, the 
yellow FIRE CURSOR appears. If you don't move the joystick within one 
second, the cursor will change to a red MOVE CURSOR. If you move the 
cursor within one second of pressing the fire button, the yellow FIRE CUR¬ 
SOR will remain. 

So if you wanted to give an artillery unit orders to fire its guns, you would 
press the fire button and WITHIN ONE SECOND, move the yellow cursor 
away from the unit. Now with the yellow cursor locked in', move it to the 
target square and release the fire button, to select that square as the target. 

Artillery can have only one type of order at a time. If you give a unit a 
new order, it will stop doing what is was doing and begin to execute its new 
order. The old order will be lost. 

Infantry -- There are also two cursors for infantry. The white COLUMN 
CURSOR tells units to move in column formation and the red MOVE 
CURSOR tells units to move in line formation. If the unit is in column, the 
COLUMN CURSOR appears first, then changes to the MOVE CURSOR 
after one second. If the unit is in line formation, the MOVE CURSOR ap¬ 
pears, then changes to the COLUMN CURSOR. If you tell a unit in line to 
move, using the COLUMN CURSOR, the unit will first change to the col¬ 
umn formation, then begin moving. There are a few complications for units 
in stacks, see 10.2) STACKS for more information. 

10) MOVEMENT 

Although the playing area appears continuous, it is actually broken into 
squares, for movement purposes. Each square is the size of one unit symbol 
and is approximately 275 yards on a side. The length of time it takes a unit 
to move from one square to another depends on the type of unit and what 
kind of terrain the unit is entering. A list of movement rates is given under 
12) TERRAIN. For artillery units that have been firing, allow 1-3 minutes 
(to hitch the guns to the wagons) before the unit begins to move. 

If a unit encounters a friendly unit in its path (units cannot pass through 
one another) or a terrain feature which would slow it down, the unit will 
move one square to the side if such a move will avoid the obstacle. When a 
unit encounters an enemy unit directly in its path, it will attempt to dislodge 
that unit. See 11) COMBAT. 

10.1) Column vs Line 

Infantry units may be in one of two different formations; line or column. 
Line means the troops are strung out in a line. The advantage is that every 
man can fire his musket at the enemy. The disadvantage is that if the line is 
penetrated at any point, the unit is in a dangerous position. Infantry in col¬ 
umn is arranged in a somewhat block-like formation. The troops gain a 
morale boost in a 'safety in numbers' phenomenon, but most of the troops 
are rather useless for fighting. Column was a fairly easy way to handle 
poorly trained men. For a unit to be able to successfully use line it usually 


had to have a great deal of training. Generally only the more elite guard' 
units should be placed in line formation. 

To convert infantry from one formation to the other, give it move orders 
with the cursor for that type of formation. The unit will take a few minutes to 
make the change in formation, then it will begin to move. If you want a unit 
to change formation without moving, move the cursor of the proper color 
out from the unit, then move it back to unit before releasing the fire button. 

10.2) Stacks 

Another advantage to column is that units from the same corps (there is 
no restriction for Russian infantry units) may be grouped into a single for¬ 
mation, in a single square. This allows you to concentrate many men for a 
powerful attack. To combine two infantry units, both units must be in col¬ 
umn, they must begin their move adjacent to each other, and they must be 
from the same corps. (Check the unit display). Using the COLUMN CUR¬ 
SOR, order one unit to move into the other. The unit will advance and 
merge with the non-moving unit. These may be repeated as much as you 
want, as long as the total strength wouldn't exceed 6300 men. The "stacks" 
of units can be moved as any other column unit. A stack cannot be changed 
to line formation. To separate the units, order the stacked unit' to move as 
line. Instead of the unit' changing to line, the last unit to join the stack will 
separate and move to the target square. The remainder of the stack will stay 
in place. This can be repeated until all of the individual units are separated. 

The individual names are not shown for stacked units. If all of the units 
are from same division, the divisional name will be displayed. If all of the 
units are from the same corps the corps name will be displayed, if units from 
different corps are stacked together, only the nationality is displayed. If 
units in a stack have different nationalities, the nationality displayed is that 
of the top unit in the stack. 

Strength, morale, and fatigue (if the OPTIONS are chosen) levels are 
shown normally. The displayed strength is the sum of the units' individual 
strengths. The displayed morale is a group morale. The displayed fatigue is 
that of the lowest of any unit in the stack. For purposes of determining if a 
unit becomes disorganized or routed, the lowest morale in the stack is used. 
For combat calculations, each unit uses the group morale and its actual 
fatigue. 

10.3) Charging 

During the course of a battle, units normally moved at a walking pace. 
However, when units got near the enemy unit that they were attacking, 
they would dash forward across the last several hundred yards to minimize 
the time that they were exposed to enemy fire. In the game, infantry and 
cavalry units will cross the last square in one minute. However, this is only 
under ideal conditions. Units can only charge if they are formed (i.e. not 
disorganized, see 11) COMBAT). Also, units may only charge through 
clear squares. They slow to their normal pace moving through streams, 
woods, towns, etc. 





10.4) Infantry Square 

Because of their mobility, cavalry could quickly move to the flanks of in¬ 
fantry units and cause great havoc. To counter this, infantry could change 
to square formation, with men facing outward in all directions. Using the 
square formation, infantry could stand up to even the best cavalry. In the 
game, when an enemy cavalry unit moves to within 2-3 squares of an infan¬ 
try unit, the infantry will change to square. This will take several minutes. 
When the cavalry moves away, the unit will change back to its previous for¬ 
mation. Units in square cannot move, although they can still fire. If you 
wish to have a unit in square move anyway, re-issue orders. The unit will 
change back to formation and begin moving. This "square override" will re¬ 
main in effect until, 1) it reaches its target square, 2) you change its target to 
its present location, or 3) there are no cavalry units within 2-3 squares. On¬ 
ly formed infantry units can use square formation. Disorganized or routed 
infantry are at the mercy of the enemy cavalry. 

Obviously, as in real life, the presence of enemy cavalry makes it ex¬ 
tremely difficult to conduct an organized infantry assault. 

11) COMBAT 

There are several methods of inflicting losses on enemy units. In general, 
the lower an attacker's morale, the fewer enemy it can kill and the more 
tired it is, the fewer losses it can inflict. 

11.1) Fire Combat 

First, artillery. Artillery may fire at targets up to five squares distant. 
Move the yellow cursor to the target square and release the fire button, 
within 1-3 minutes, the black cannonball will move from artillery to target, 
indicating that the unit is firing. When you change an artillery unit's target, 
it will take about 1 minute to resight. Artillery's effectiveness increases as 
the firing distance decreases. And at a distance of one square, it is extremely 
deadly. Also, artillery is more effective firing against a large unit than a 
small one. Note that artillery units firing more than one square can occa¬ 
sionally miss and hit square adjacent to the target square. AND, artillery 
can inflict damage on friendly units. It is usually a good idea to cease ar¬ 
tillery bombardment as your attackers close with their targets. In any case, 
keep an eye on those little cannonballs. Note that if you direct fire at a unit 
where the fire would be blocked (such as behind woods), the cannonballs 
will continue to move to target unit even though no casualties will be in¬ 
flicted. The purpose of the cannonballs is to show the target square, rather 
than what actually happens. 

Second, infantry. Infantry only has a range of one square. Infantry units 
that don't have orders to move, will fire at adjacent enemy units, if there are 
any. So, to have an infantry unit engage in fire combat with a unit, order it 
to move adjacent to the target unit. When it reaches the adjacent square, it 
will cease movement and begin firing. 

Last, attached artillery. Some cavalry and infantry units had a small 
number of light artillery pieces with them. Because of the small number and 
caliber of these guns, they only had an appreciable effect at close range. 
Therefore, they are handled like infantry fire. They only fire a distance of 
one square; fire is handled automatically, and there is no cannonball to 
trace the path. 


11.2) Melee Combat 


Melee is hand to hand combat. When a unit attempts to move into a 
square occupied by an enemy unit, it will attempt to engage in melee to 
dislodge the enemy unit. Melee usually happens automatically when a unit 
closes with an enemy unit. (Charging units take 1 minute to close after mov¬ 
ing adjacent, if for some reason a unit can't charge, the time will be normal 
time for moving across that particular terrain.) Melee is not automatic in 
the following cases: 1) Artillery can't initiate melee. 2) Units that aren't in 
clear terrain can't charge, 3) the defender is in limited access terrain, such as 
a fort or redoubt. The advantage of melee over infantry fire is that 
casualties can be inflicted at a faster rate. This is particularly true for units 
in column, which have a limited number of men who can fire. 

12) TERRAIN 

There are many different types of terrain in Borodino. These affect both 
movement and combat. Here is a summary of effects: 


Terrain 

Movement 

Combat 

Combat 


Effect 

Attacker 

Defender 

Clear 

normal 

none 

none 

Border 

prohibited, 
except to exit 

N/A 

N/A 

River 

prohibited 

N/A 

N/A 

Stream 1 

slows 

can't charge 

none 

Stream 2 

slows 

art. disorg. 

can't charge 

none 

Stream 3 

slows 

art. disorg. 
cav. disorg. 

can't charge 

none 

River Ford 

slows 

can't charge 

none 

River Bridge 

slows 

can't charge 

none 

Woods 

slows 

art. can't enter 
cav. can't enter 
inf. disorg. 

can't charge 
blocks art. fire 

reduced losses 

Trail 

slows 

can't charge 

reduced losses 

Village 

normal 

can't charge 
blocks art. fire 

reduced losses 

Slope 

slows 

cav. can't charge 
blocks art. fire 

none 

Redoubt, 

Fleches 

normal 

melee not automatic 
blocks art. fire 

reduced losses 






13) MORALE 


Morale is a representation of how well a unit is doing psychologically. 
The morale of a unit will fluctuate up and down during the battle, as it is ex¬ 
posed to different conditions. Each unit has a maximum morale. Generally, 
elite units such as guards have a higher maximum than poorly trained units. 

The actual morale, which is what is shown on the unit display begins with 
the maximum morale, then is reduced based on the ratio of casualties that 
the unit has recently taken compared to its total strength. The effects of the 
casualties is gradually lessened over time. The morale is also reduced by the 
presence of enemy units. Cavalry has the most detrimental effect, infantry 
next, and artillery little effect. Enemy cavalry have very little effect if your 
infantry units are in square formation. If enemy units are disorganized, they 
have less effect on morale; and if they are routed, they have no effect at all. 

For units in stacks, the maximum is taken as the lowest of any unit in the 
stack, so combining good and poor units isn't a great idea. The casualties 
and strength of all units are combined to find the effects on morale. Then 
the presence of adjacent enemy units is taken into account. 

If the morale of a unit drops to the FAIR LEVEL, the unit will become 
disorganized, if the morale drops past POOR, it will become routed, and at¬ 
tempt to retreat. When a unit routs, its maximum morale is permanently 
reduced. As a unit gets away from enemy units and stops taking casualties, 
the morale that is displayed will gradually return to its maximum. The 
higher the unit's morale, the faster it will recover from rout and disorganiza¬ 
tion. Also, units can recover from disorganization only while resting, not 
while moving, firing or meleeing. 

14) ARMY DEMORALIZATION 

During the game, the computer constantly tabulates the number of 
destroyed, routed, and disorganized units for each army, according to this 
formula: 

destroyed units: 4 x unit's value 
routed units: 2 x unit's value 
disorganized units: 1 x unit's value 


A unit's value depends on it's significance. Guard units are weighed more 
heavily than small unimportant units. For stacks, calculations are done 
separately for each unit in the stack (in other words, a stack doesn't count as 
one unit). If the sum of these points is ever greater than a predesignated 
value, that army is said to be demoralized. The opposing side's anthem is 
played and each unit in the demoralized army has its maximum morale per¬ 
manently reduced. Also, for demoralized armies, strength lost due to rout 
(those who run away) is counted in the casualty totals for victory deter¬ 
mination. The number of men lost when units rout is usually fairly large. 
Therefore, demoralizing the enemy army (and getting the extra points) is 
usually crucial to winning. 


15) WINNING THE GAME 


The score is calculated by starting with a base score, adding in the 
number of the Russians killed and then subtracting the number of the 
French killed. In addition, if either army is demoralized, the men of that ar¬ 
my that were lost during rout are added into the score as if they were killed. 
The scores required to win are listed in the scenario summaries. 

16) SETTING THE SPEED AND PAUSING 

To pause the game, just press any letter key. To resume the game, move 
the joystick or press the fire button. 

The number keys are to control how fast the game plays. The settings are 
as follows: 

1=1 second per game minute 

2=3 seconds per game minute 

3=5 seconds per game minute 

4=7 seconds per game minute 

5 = 10 seconds per game minute 

6 = 15 seconds per game minute 

7 = 20 seconds per game minute 

8 = 30 seconds per game minute 

9 = 60 seconds per game minute 

0 = execute 1 game minute, then stop. 

Please note that these are target times. The move and combat routines 
take up to about 4 seconds depending on how many units are involved. If 
the speed setting is too fast for the number of units, the computer player will 
play an extremely poor game, because it will not have adequate time to plan 
its moves. There are recommended fastest speed settings with each scenario 
summary. If the computer player isn't playing, there is no ill effect from set¬ 
ting the speed too fast. However, the game clock will not advance until the 
move and combat routines are finished. 

17) SAVING THE GAME, ENDING THE GAME 

To save the game, press the OPTION (f8) button. The game will stop and 
a "Save Game" screen will appear. Type in the name you wish to use for the 
saved game file. You may use up to 8 characters. The game will add a .BDX 
extender to the 8 character filename that you have chosen. 

You may end any game at any time and see your current score by pressing 
the SELECT (f2) key. Your current score will be displayed. This ends the game 
and you cannot return to play, although you can examine the game map. 

18) PLAY-BY-MAIL TIPS 

Since the game can be saved and reloaded, it is possible for two people at 
different locations to play against each other. Select the NO computer OP¬ 
TION, then set RUSSIAN TOUGHNESS, FRENCH TOUGHNESS, 
MORALE and FATIGUE as you choose. It is recommended that play alter¬ 
nate in 10 minute periods using the 0 speed. In other words, the French 


player plays 10 1 minute turns, then saves the game. He sends the file to his 
opponent, who loads the game and plays 10 1 minute turns, then saves the 
game and sends the saved file back. 10 minute periods are about as long as is 
possible without losing continuity. Even with 10 minute periods, it will take 
a while to finish a game and you will want to try a short scenario first (like 
Sept. 5th). 

At this time, players must exchange disks, so play between the Atari and 
Commodore versions is not possible. 

Part II 


1) PLAYING TIPS 

Grand Tactical Considerations 


When Napoleon went to battle, he sought to get behind the enemy's front 
lines. Frequently, Napoleon used a flanking attack to accomplish this. In a 
flanking attack, part of the attacking force moves up and begins to engage 
the enemy. This is intended to pin the enemy units in place. Then the re¬ 
mainder of the attacking force moves around the end of the enemy line and 
attacks from behind. By bringing your force in this way, you can ac¬ 
complish several goals: 

1) Cut off the enemy units' path of retreat. This lets you inflict more 
damage on units before they 'get away'. 

2) In attacking from behind, your forces avoid the defensive obstacles 
the enemy had hoped to use to their advantage. 

3) In attacking on the flank, you bring your entire flanking force against 
the few enemy units that are on the end of enemy position. This 'con¬ 
centration of force' is very important. For each action within the main 
battle, you should strive to bring more strength to that action than 
your opponent can. 
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C = Attacker's Cavalry c = Defender's Cavalry 
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When it was impossible to use the flanking attack, either because of lack 
of time, or because the terrain wasn't suitable, Napoleon would conduct a 
frontal battle. But a frontal battle shouldn't be just a general assault. The 
idea is to find, or create, a weak place in the enemy's line and conduct a 
massive assault at that point. The purpose is to breakthrough the enemy 
line. Once the enemy line is broken, you send many units through the 
breech and the battle becomes the same as a flanking attack. Rather it 
becomes like two flanking attacks from the center outward. The drawback 
to the frontal battle is that you will suffer many casualties in creating the in¬ 
itial breakthrough. 
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One technique that Napoleon pioneered was the 'Grand Battery'. He 
brought massive amounts of artillery together to pound away at the critical 
point of the enemy line. The critical point is the flank in a flanking attack, 
or the chosen weak spot in a frontal battle. 

Once the enemy line was broken, the cavalry was used to pursue the retreat¬ 
ing enemy units so that they couldn't regroup and continue the battle. 

BORODINO 

Because of the forests and hills to the south of the battle area, and the 
river to the north, the flanking attack is difficult to use in BORODINO. 
And in the Third Day scenario, there isn't enough time to redeploy. Still, in 
the 2 or 3 day scenarios, it is interesting to take a corps and see what can be 
accomplished. One difficulty with attempting to flank the southern end of 
the Russian line is that the huge amount of Russian artillery makes for a 
deadly reception. One solution is to launch a diversionary attack in the 
north. Make the attack big enough to gain some headway. Hopefully, this 
will cause the Russian player to send some of the artillery units north and 
away from your southern attack. 

The usual plan is to use a frontal battle, as Napoleon did. Of the three 
main center areas: the River, the Great Redoubt, and the Fleches; the 
Fleches is the easiest to attack, as it is usually lighlty defended and is the far- 
therest from the Russian 5th Corps reserve. Unfortunately for the French, 
none of the areas are very far from the Russian reserve, and the Russians 




have a fairly large reserve force. This makes a clean breakthrough almost 
impossible and causes the battle to degenerate into a bloody mess. 

On the positive side, the French have both strong artillery and cavalry 
contingents. Get the artillery up close to the enemy at your planned area 
attack. Save some of your cavalry to use in pursuing the enemy after they 
break and run. 

Tactics 

With grand tactical maneuvering difficult, more importance falls on your 
tactical skills. Each type of unit has its own strengths and weaknesses. Learn 
what skills each type of unit has. When confronted with an enemy defense, 
determine which type of units would be most effective in that particular 
situation, rather than just tossing in whatever is at hand. 

Concepts 

1) Area of Action - The battle area is too large and the number of units 
too great to keep up with everything at once. Most of us that have 
played board games have come to believe that we must move every 
unit every turn. Well, for real-time games there is a better way. Select 
an important section of the enemy line, perhaps 6-10 squares in size. 
This will be our 'Area of Action'. Now bring up units to be used in this 
action, maybe just four, maybe 10-12. There is plenty of time, so ar¬ 
range them carefully. Once the units are in position, begin your at¬ 
tack. Keep an eye on it as it develops. Make changes, or bring up rein¬ 
forcements as needed. Once the attack has succeeded or failed, ar¬ 
range your troops in healthy defensive position. Now you are ready to 
move to a new 'Area of Action'. The 'Area of Action' concept is not 
only historically accurate, it is less distracting than constantly swit¬ 
ching from area to area, trying to remember what was happening. 

2) Concentration of Force - attack with the strongest possible force. This 
means selecting the weakest point within the area of action to attack. 
Then bring as many units to the attack as is feasible. Timing is an im¬ 
portant consideration also. You want all of your attacking units to ar¬ 
rive at the same instant. If the attacking units close with the enemy at 
different times, they may be defeated individually. 
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3) Maximize Units' Power - a corollary to 2), is that not only should you 
bring as much force to the attack, but that force should be as powerful 
as possible. Don't attack wtih disorganized or tired units. Wait for 
them to recover from one attack before using them again. 



4) Support - each assault should have a number of units that don't direct¬ 
ly participate in an attack, but are never-the-less potentially important 
to the success of the attack. Here is a list of types of support that may 
be provided. Sometimes a unit can provide support in more than one 
category at the same time. 

a) Preliminary - efforts before the main attack to improve the chance 
for success, such as an artillery bombardment or a cavalry unit 
rushing forward to knock out an enemy artillery unit. 

b) Hank - protection to prevent the end units from being attacked. Usual¬ 
ly done by cavalry as they can move forward quickly to intercept 
threatening units. Can also be done by artillery bombardment. 

c) Reinforcement - extra troops that can merge with a unit that has 
taken heavy casualties or take the position of a unit that has 
retreated. Be sure to push these units forward as the attack ad¬ 
vances. Many times an attack will push the defenders back two or 
three squares before a critical situation develops. If the reinforcing 
units are still in their original position, now four squares behind the 
fighting, it will take them 30-40 minutes to join the attack, and they 
may arrive too late to help. 

d) Followup - once an attack succeeds, you'll want to move quickly to 
pursue retreating units or attack additional enemy units. Since the 
attacking units may be disorganized or tired, additional fresh, 
formed units will allow better secondary moves. 

Summary of unit's strengths and weaknesses 


Infantry 

Line 

Strengths: maximizes power in a firefight 
Weaknesses: units of small size are vulnerable in melee 
Column 

Strengths: increased morale 

allows units to stack for greater numbers, which allows unit 
to take more casualties without routing 
Weaknesses: increased size of unit with stacking causes greater casual¬ 
ties if fire on by artillery 

Square 

Strengths: minimizes morale effect of enemy cavalry 
Weaknesses: can't move, takes higher casualties from artillery and in¬ 
fantry fire 

Cavalry 

Light 

Strengths: moves very fast 

large effect on morale of enemy unit (unless enemy in square) 
Weaknesses: can't melee infantry in square 



Heavy 

Strengths: moves fast 

strong in melee 

large effect on morale of enemy unit (unless enemy in square) 
Weaknesses: can't melee infantry in square 

Artillery 

Foot 

Strengths: can fire at a distance 
Weaknesses: poor melee strength 
can't initiate melee 

Horse 

Strengths: can fire at a distance 

faster than foot artillery 
Weaknesses: poor melee strength 
can't initiate melee 


Assorted tactics 
Defense 
Artillery 

When your artillery is going to be attacked, fire at the enemy unit as 
it approaches. When the enemy unit is two squares away from your 
artillery, order the artillery to begin firing at the square that the 
enemy will move to for the charge. This will give your artillery time 
to resight and begin firing at the closer range. At a distance of one 
square, artillery is particularly deadly. For weaker enemy units, the 
damage during the first minute at a range of one square will be severe 
enough to cause the enemy unit to become disorganized. Since 
disorganized units can't charge, your artillery will be able to fire at it 
longer, and probably will be able to inflict enough damage to cause it 
to rout. Units that don't become disorganized, will charge and in the 
resulting melee, your artillery will take heavy losses. 

To protect your artillery from larger units, place a cavalry or small 
infantry unit next to it. Just before the enemy unit moves adjacent to 
the artillery, order your unit to move in front of the artillery. If your 
timing is correct, the enemy unit will move adjacent to your ar¬ 
tillery, your artillery will get to fire at the closest range, *and* since 
your support unit is now faced with an opponent, it will charge. The 
units are then locked in melee and your artillery can pound away at 
the enemy unit at its most effective range of one square. 

Offense 

against position with artillery 

-- use cavalry to knock out exposed artillery before attack. 

— for more protected artillery, such as in redoubt, use a large infan¬ 
try unit in column. Although the slower infantry unit will take 
more casualties, it should be able to hang on long enough to take 
out the artillery. 


against position with artillery nearby 

-- use a small unit to move toward the enemy artillery unit to draw 
its fire away from your main attack, 
against infantry in square 

-- attack with infantry. Followup with cavalry (heavy cavalry if 
possible) timed to arrive just after the enemy unit becomes dis¬ 
organized as a result of melee. 

-- position your light cavalry (they're the fastest) units just far enough 
from the target that it isn't in square. Now charge. There is a small 
chance that your cavalry will get to the enemy infantry before it 
changes to square. If the enemy manages to change to square, re¬ 
call your cavalry, wait for the enemy to change out of square and 
try again. 

against units behind river 

-- use artillery to pound enemy units thoroughly, since your artillery 
will be protected from a quick assault, 
with artillery against enemy infantry 

-- bring your cavalry up close enough to cause the enemy infantry to 
go into square. Artillery bombardment causes more casualties a- 
gainst infantry in square than infantry in line or column because 
infantry in square is densely packed. 

Line vs Column 

Line formation doesn't have much use in BORODINO. Units in line will 
not fare well when engaged in melee with larger infantry units or large 
cavalry units and in BORODINO there are too many units crowded 
into a small area to avoid the large units. However, there is one time 
that may be appropriate: late in the game, when many units are weak 
from heavy casualties, many are tired, and most are disorganized. At 
this point, for a final blow against the Russians, it may be effective to 
break the Imperial Guard into its individual units and put them in line 
formation. With the guard units side by side, move to the Russian 
units. Stop your units when they move adjacent to Russian units, then 
they will begin firing at the Russians. Bring as many Guard units adja¬ 
cent to each Russian unit as possible. Don't charge the Russian units! 
You want to avoid melee. With the Russians disorganized, it will take 
the Russian units awhile to initiate melee. Hopefully, your units will 
cause enough casualties to rout the enemy units before melee occurs. 

Organizing Reinforcements 

When reinforcements arrive on the map, they usually arrive as in¬ 
dividual units rather than stocked together. Because units of small size 
generally don't hold up well in combat, you will want to combine 
them into larger units. Two complications are that French units from 
different corps can't stack together and that the individual units have 
differing amounts of strength. Combine this with the fact that units 
from different corps may arrive at the same time and you can have a 
bit of a mess. To get your units organized, it is a good idea to 
designate one area for each corps. As each unit arrives on the map, 


send it to the area you've designated for its corps. Unless the enemy is 
close at hand, it's better to wait until you have all of the units from a 
corps, then decide how you need to stack them. For instance if you 
have three units, with strengths of 3,500, 2,500, and 1,000 men, you 
could combine them into one stack with 6,000 and one with 1,000 or 
you could combine them into two stacks of 3,500 each. The choice 
will depend on how you plan to use them, but you should make a 
choice rather than just stacking whichever units appear first. 

2) FREQUENTLY ASKED QUESTIONS 

1) Why don't my infantry units stack? 

There are a number of requirements for units to merge together. 
First, French units must be from the same corps, which division they 
are from doesn't matter. Russian infantry units may merge with any 
other Russian infantry regardless of the division or the corps. Second, 
the largest number of men allowed to stack together is 6350. If you 
want to take two stacks of 4000 and make one stack of 6000 and one 
of 2000, you must unstack one or both of the stacks then put them 
back together the way you want. Third, the units may only merge if 
they begin adjacent to the target merge square. This was made a require¬ 
ment so that units didn't accidently' merge while attempting to move 
past one another. And this is further complicated because entering an 
order with the same destination square as the previous order will have 
no effect. The easiest way to ensure that units get the proper instruc¬ 
tions to merge is to move them adjacent to each other, order them to 
stop, then order one to move into the other (or order them to move in¬ 
to each other). 

2) How do I change an infantry unit's formation without moving it? 

Press the fire button. When the appropriate color cursor (line or col¬ 
umn) appears, move the cursor away from the unit. Then move it 
back to the unit and release the fire button. If units are stacked, they 
can't change to column until they unstack. 


3) Why can the Russians artillery fire at my units through trees and 
hills? 

The answer is that they can fire at your units, but the fire is blocked 
by the trees and hills. Your units will not suffer any casualties. The 
cannonballs on the screen only show what the unit is trying to hit, not 
necessarily what it hits. 

4) Why can't players check the casualties during the game? 

This was one of those hard decisions designers have to make. Ac¬ 
tually, this one wasn't that hard. The feature was implemented at one 
time, but I found that I started checking the current casualties every 
few minutes and it was disruptive to the flow of the game. So I took it 
out. 


3) THE SCENARIOS 

Sept. 5th - Assault on the Shevardino Redoubt 

Late in the afternoon of the 5th, Napoleon launched the assault on the 
Shevardino Redoubt in order to allow the deployment of his right wing in 
strength against the Russian left. The French object is to take the Redoubt 
and clear the immediate area of Russian units with minimum French 
casualties and maximum Russian casualties. The battle ends at 11:00 pm, 
though if the objective is met before hand, hitting SELECT will quit the 
game and report your score. This scenario should be played first in order to 
familiarize yourself with the game system. It does not include artillery units 
for the French for ease of play. Once the movement of units and the correct 
procedures for cavalry and infantry combined action is worked out, then 
the Sept. 7th Historical battle scenario should be played. 

Estimated time: at speed 3, 10-15 minutes 
Base score: 34,350 
Winning score: 35,000 

Minimum speed recommendation: speed 1: 1 second/minute 
Sept. 6th and 7th - Historical Two Day Battle 

This offers you a chance to form your own plan without having to wait 
for the arrival of the French Army. The object is the same as the Sept. 7th 
Historical Scenario. 

Estimated time: at speed 4, 2 3/4 hours 
Base score: 130,550 
Winning score: 170,000 

Minimum speed recommendation: speed 4: 7 seconds/minute 

Sept. 7th - Historical Battle of the Third Day 

After the skirmish on the 5th and the positioning on the 6th, Napoleon 
began the main part of the battle on the 7th. His objective was to destroy 
the Russian army and knock it out of the war. With this result, he thought 
nothing could stop him from occupying Moscow and having Russia sue for 
peace. However, his resulting battle was unimaginative and while he push¬ 
ed the Russian army back, and subsequently occupied Moscow, he even¬ 
tually lost everything when the Russian army reorganized and made him 
retreat back the way he came, through barren lands, constantly harrassing 
him and his dwindling army. Failure to demoralize, rout, and destroy the 
Russian army marks the end of any would-be Emperor. Battle begins at 6:00 
am and ends 11:00 pm. There is lots of time, and a hurried assault will make 
impressive initial gains, all to be lost as the Russian reserves counterattack. 
Estimated time: at speed 4, 1 3/4 hours 
Base score: 130,550 
Winning score: 170,000 

Minimum speed recommendation: speed 4: 7 seconds/minute 



Sept. 5th, 6th, and 7th - The Complete Battle 

Here you are given an opportunity to devise your own plan from the 
beginning. The objective is the same as the Sept. 7th Historical Scenario. 
On the 5th, your units begin to arrive on the western edge of the board, 
finishing late that night. On the 6th, you can use the time to position them, 
as Napoleon did, culminating in the 7th as you put your plan to the test 
against the Russian army. 

Estimated time: at speed 4, 5 hours 
Base score: 130,550 
Winning score: 170,000 

Minimum speed recommendation: speed 4: 7 seconds/minute 

Sept. 7th - VARIANT: Davout Maneuver 

This scenario assumes Napoleon had taken Davout's advice of a joint I 
Corps, V Corps strategic outflanking movement in the south to come up 
behind the Russians and catch them between the Moskva River, and the rest 
of the French army for a complete annihilation. This probably would have 
resulted in a victorious campaign, or at least left open a possible spring cam¬ 
paign against the largely undefended St. Petersburg. The object is the same 
as the Sept. 7th Historical Scenario. However, do not be too idle before 
Davout arrives in force, or the Russians will be able to prepare for him! 
Estimated time: at speed 4, 1 3/4 hours 
Base score: 130,550 
Winning score: 170,000 

Minimum speed recommendation: speed 4: 7 seconds/minute 

Sept. 7th - VARIANT: Alternate Russian Setup 

The Russian deployment for the battle was, at best, a terrible miscalcula¬ 
tion. The Right wing was over extended and much too strong for its task of 
holding the river line. This in part led to the early committment of Russian 
reserves. This scenario assumes that the Russian commander, Kutusov, put 
Barclay's plan into effect and had a strong left wing. Now the French must 
compete with a much better prepared Russian front. The objective is the 
same as the Sept. 7th Historical Scenario, the chances of a French victory 
are much smaller. 

Estimated time: at speed 4, 1 3/4 hours 
Base score: 130,550 
Winning score; 170,000 

Minimum speed recommendation: speed 4: 7 seconds/minute 

Sept. 7th - Afternoon Attack on the Great Redoubt 

This short scenario (2 pm to 6 pm) allows you to recreate the historical 
attack on the Great redoubt which resulted in its fall and the most intensive 
cavalry action of the battle. The object is to destroy the Russian forces 
defending the Redoubt. As in the historical battle, taking the location is, 
and wasn't, enough. 


Estimated time: at speed 3, 25-35 minutes 
Base score: 33,700 
Winning score: 36,000 

Minimum speed recommendation: speed 1: 1 second/minute 
Sept. 7th - Morning Attack on the Fleches and the Russian center 

This short scenario (6 am to 10 am) allows you to simulate the initial tak¬ 
ing of the Fleches and the drive for Semenovskaya and the Russian center. 
This scenario starts at 6:00 am and ends in late morning. The object is to 
destroy the Russian forces holding the Fleches and the Semenovskaya to 
such an extent that the Russian center would fall and the Russian army be 
routed. Historically Napoleon decided not to commit the Guard, and lost 
the advantage and momentum created by his army in this part of the bat¬ 
tlefield. In short, here he lost the battle, war, and his empire. 

Estimated time: at speed 3, 20-25 minutes 
Base score: 42,150 
Winning score, 45,000 

Minimum speed recommendation: speed 1: 1 second/minute 

4) DESIGNER'S NOTES 

by Stephen M. Beckett II 

By 1812, Napoleon had subdued most of Europe in a series of defensive 
campaigns against belligerent coalitions formed and financed by England. 
With no wish but peace in Europe under a firm and fair administration, he 
had started the Continental System to crush England financially. However, 
it was doomed to failure due to mismanagement and uncooperative allies, 
namely Russia. 

With this in mind, he chose to invade Russia, and by quickly defeating 
the scattered Russian armies in the frontiers, hoped to subdue the giant 
without ever having to occupy the capital, or to advance too far. The key 
was simple, destruction of the opposing army, like it had been in all his 
previous brilliant campaigns. 

However, this time it was not to be, as subordinates failed him several 
times when he had elements of the Russian army trapped. The Russian Ar¬ 
mies, being commanded by the intelligent Barclay, retreated before 
Napoleon avoiding pitched battle until, faced by discouraged public opi¬ 
nion over the lack of resistance, Barclay was replaced by the lackadaisical 
Kutuzov. 

Kutuzov too recognized the need for retreat, but as Napoleon got closer 
to Moscow he knew he would have to stop, dig in, and fight to save 
Moscow for political show, and only hope he could find a good enough 
defensive position or be cautious enough to avoid total defeat. The honor of 
Russia had to be saved, but so did the army! 

It was finally decided that the field surrounding the village of Borodino, 
about sixty to seventy miles from Moscow itself, would be where the Rus¬ 
sians turned and faced their aggressors. 

The terrain was excellent for a defensive battle, with the north anchored 
on the Kolocha River, the center on the Semenovka stream with its deep 




ravines and redoubts being thrown up along side, and the south covered 
with forest and the Utiza mound. The Russians built their works and waited 
for the French whose advance elements arrived on the 5th of September, 
1812, in the early afternoon to start the most important battle of the most 
significant campaign in the 19th Century. 

By late evening of the 5th, the advance guard of the Grand Armee had 
cleared the small Russian force around the Shevardino Redoubt. 
Throughout the day on the 6th, Napoleon brought up the rest of his army 
and rested while the Russian militas were busily trying to complete the 
Raevsky Redoubt (Great Redoubt) and Bagration Fleches, named after the 
respective commanders of each location. Hardly a shot was fired during the 
day preceding the carnage. 

It was during this night before the battle that Napoleon dismissed Mar¬ 
shal Davout's suggestion of a strategical outflanking movement around the 
southern end of the Russian lines made up by I Corps and V Corps. This 
plan, Davout hoped, would result in completely destroying the Russian ar- 
my by pinning it against the rest of the French army and the northern river. 
However, Napoleon, sick and tired, decided against such a bold move 
which would leave the army weak for a long period of time and did not 
want to risk having the enemy slip away again. 

The battle on the 7th was too complicated an affair to adequately explain 
here. Simply, Napoleon attacked straight forward all along the front. 
Borodino was in French hands by 8 am, the Fleches around noon, and 
Semenovskaya soon after, which created a critical situation for the Russian 
center. However, though he was asked several times to commit the guard in 
order to smash the Russian center and thus win the battle by routing the 
enemy, Napoleon refused with a series of lame and over cautious excuses 
which would eventually led to his defeat. By late afternoon, after the cap¬ 
ture of the Great Redoubt, and with the Poles still fighting their private war 
in the south, the battle came to a close for all intents and purposes. Huge 
gaps were in both the armies' lines, but neither side was fresh enough to 
continue fighting, except for Napoleon's guard and a few other units which 
had seen limited action. These were enough to push the Russians off the 
field, but they were held back and saved to die during the retreat. Napoleon 
had captured the main positions of the battlefield, causing the Russians to 
give up the fight and leave during the night, and giving Napoleon the claim 
of victory, but in the final analysis it was just the beginning of total defeat, 
and the loss of his empire. 

In the final tally, the Russians lost about 44,000 men dead and wounded, 
and the French at least 30,000. Both armies had fought magnificently, but 
had been led indifferently, with Napoleon choosing to attack head on, and 
then giving up the initiative when he had it, and Kutusov simply not taking 
an active interest. Napoleon had his chance at victory, and had watched it 
retreat away, the only thing left were the if's. 

If Napoleon had agreed to Dabout's maneuver, which many believe 
would have almost certainly worked, or if he had sent forward the guard, 
then what would have happened? Many will say nothing, that the campaign 
was a mistake, that it could not be won. However, this is not true. If 


Napoleon had won impressively, and had truly routed the Russians from 
the field, it would have led to some quite different results in the upcoming 
months. Certainly the Tzar might not have given in, but even if he hadn't 
with the Russian army crippled, then the Retreat would not have been so 
devastating, allowing Napoleon to leave Russia via the southernly route 
with his army and aura of invincibility still intact, preventing many of the 
uprisings against him following the disaster, and possibly allowing further 
action in the spring. 

Thus the purpose of simulating Borodino, a battle less known, perhaps, 
than Waterloo, but in the real sense so much more important, is to allow 
one the chance to save the Empire from the point where it peaked. For 
Borodino was the start of what eventually lead to his 1813,1814, and finally 
1815 failures. 

In the game you must try to destroy the enemy. The concept of the 
destruction of a Russian army might not exist in many people's minds, 
however that is your mission. You are given ample ways to do this, whether 
Napoleon's own plan, your's planned from an early starting scenario, or 
Devout's. Regardless of which is used, the victory conditions are the same, 
and the challenge is equal. By virtue of the French superior army, one will 
find it possible to push the Russians back, even off the field, but don't be 
deceived as Napoleon was by this false success, you must do more! Trapp¬ 
ing, enveloping and destroying the bulk of the enemy line must be your 
goal, and it will not be easy. 
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Part III 

For gaming purposes, some liberties have been taken with the orders of 
battle, specifically the artillery units. 

1) FRENCH ORDER OF BATTLE 
September 5th, 1812 

Commander - Napoleon Bonaparte 
Imperial Guard - Bessieres 

1st Division - Delaborde - detached in Smolensky 
Marshal Mortier 

2nd Guard Division (Young Guard) - Roguet 


1st Voltiguers 750 

1st Tirailleurs 650 

Fusiliers chasseurs 1070 

Fusiliers grenadiers 1200 

Artillery 16 guns 

Vistule Division - Claparede 

1st Vistule 900 


2nd Vistule 800 

3rd Vistule 900 

Artillery 12 guns 

Marshal Lefebvre 

3rd Guard Division (Old Guard) - Curial 

1st Chasseurs 1300 

2nd Chasseurs 1100 

1st Grenadiers 1200 

2nd Grenadiers 900 

3rd Grenadiers 800 

Artillery 32 guns 

Guard Cavalry Division - Walther 

Chasseurs a cheval 1000 

Mameluks 50 

Dragoons 800 

Grenadiers a cheval 1000 

1st Chevaulegers lancers 600 

2nd Chevaulegers lancers 600 

Elite Gendarms 350 

Artillery 12 guns 


Attached Cavalry 
7th Chevauxlegers 
Portugese Chasseurs a cheval 


Artillery Reserve - Sorbier 37 guns 

I Corps - Marshal Davout 

1st Division - detached to Eugene 
2nd Division - Friant 

15th light 2100 

33rd line 2400 

48th line 2550 

Spanish Regiment 

(Joseph-Napoleon) 800 

Artillerie 

3rd Division - detached to Eugene 
4th Division - Dessaix 

85th line 2950 

108th line 2600 

Artillery 

5th Division - Compans 

25th line 2700 

57th line 2950 

61st line 2450 

111th line 3100 

Artillery 

Corps Cavalry - detached to Murat 

Corps Artillery - Pernety 38 guns 



[ Corps - Marshal Ney 


10th Division - Essarts 


24th light 

1500 

46th line 

1300 

72nd line 

1300 

1st Portuguese 

300 

Artillery 


11th Division - Razout 


4th line 

1450 

18th line 

1600 

93rd line 

1250 

2nd Portuguese 

280 

Artillery 


25th Division - Marchand 


Provisorische Battalion No. 1 

650 

Provisorische Battalion No. 2 

650 

Provisorische Battalion No. 3 

650 

Artillery 


Corps Cavalry - detached to Murat 


Corps Artillery Foucher 

62 

Corps - Eugene 


Italian Royal Guard - Lecchi 


Infantry - Lecchi 


Royal d'Elites 

1000 

Royal Guard Infantry Regiment 

1100 

Royal Guard Conscript Regiment 

950 

Artillery 


Cavalry-Triarie 


Honor Guard 

200 

Royal Guard Dragoon 

300 

Queen Dragoon 

450 

13th Division - Delzons 


8th light 

1000 

84th line 

2200 

92nd line 

2100 

106th line 

2300 

1st Croat 

1000 

Artillery 


14th Division - Broussier 


18th light 

1100 

9th line 

1900 

35th line 

1900 

53rd line 

1500 

Spanish Regiment 

800 

Artillery 



15th Division - Pino - did not participate in battle 


I Corps Infantry attached to Eugene's command: 


1st Division - Morand 

13th light 1550 

17th line 2250 

30th line 2950 

Artillery 

3rd Division - Gerard 

7th light 1550 

12th line 1500 

21st line 1225 

Artillery 

Corps Cavalry - Ornano 

12th Light cavalry Brigade - Guyon 

9th Chasseurs a cheval 400 

19th Chasseurs a cheval 400 

13th Light cavalry Brigade - Villata 

2nd Chasseurs a cheval 450 

3rd Chasseurs a cheval 475 

Bavarian Cavalry Division - von Preysing 
21st Light Cavalry Brigade - Seydewitz 

3rd Chevaulegers Regiment 400 

6th Chevaulegers Regiment 400 

22nd Light Cavalry Brigade - von Preysing 

4th Chevaulegers Regiment 300 

5th Chevaulegers Regiment 300 

Artillery 

IV Corps Artillery - Danthouard 88 guns 

V Corps - Prince Poniatowski 
16th Division - Krasinski 

3rd Infantry 1300 

15th Infantry 1200 

16th Infantry 1050 

Artillery 

17th Division - Dombrowski (detached) 

18th Division - Knjazewicz 

2nd Infantry 900 

8th Infantry 1250 

12th Infantry 850 

Artillery 

Corps Cavalry - Kaminski 

19th Light Cavalry Brigade - Tyszkiewicz 

4th Chasseurs a cheval 400 

12th Lancers 450 

20th Light Cavalry Brigade - Sulkowski 

5th Chasseurs a cheval 300 

13th Hussars 500 

Corps Artillery - Pellitier 48 guns 



VIII Corps - Junot 

23rd Division - Tharreau 

III Light Infantry 500 

2nd Line Infantry 950 

6th Line Infantry 1100 

II Light Infantry 500 

3rd Line Infantry 1050 

7th Line Infantry 1300 

Artillery 

24th Division - von Ochs 

Guard-Grenadier 500 

Guard-Jaeger 600 

Jaeger 400 

Artillery 

I Light Infantry 500 

Artillery 

24th Light Cavalry Brigade - von Hammerstein 

Garde-Chevaulegers 400 

1st Hussars 350 

2nd Hussars 350 

Corps Artillery - Allix 30 

I Corps Cavalry - Nansouty 

1st Division Light Cavalry - Bruyere 
3rd Light Cavalry Brigade - Jacquinot 

9th Chevaux Legers 250 

7th Hussars 350 

4th Light Cavalry Brigade - Pire 

8th Hussars 400 

16th Chasseurs a cheval 300 

15th Light Cavalry Brigade - Niemojewski 

6th Lancer 200 

8th Lancer 250 

2nd Combined Hussars 300 

Division Artillery 

1st Divison Cuirassiers - St. Germain 

2nd cuirassiers 250 

3rd cuirassiers 300 

9th cuirassiers 300 

1st chevaux-legers 150 

Artillery 

5th Division Cuirassiers - Valence 

6th cuirassiers 500 

11th cuirassiers 400 

12th cuirassiers 400 

5th chevaux-legers 150 

Artillery 

Corps Artillery - Choppin 25 i 


II Corps Cavalry - Montbrun 

2nd Division Light Cavalry - Sebastiani 
8th Light Cavalry Brigade - Burthe 
5th Hussars 
9th Hussars 

7th Light Cavalry Brigade - St. Geniez 
11th chasseurs a cheval 
12th chasseurs a cheval 
16th Light Cavalry Brigade - Subervie 
Combinerte Ulanen 
Jaeger 
10th 

Division Artillery 
2nd Division Cuirassiers - Wathier 
5th cuirassiers 
8th cuirassiers 
10th cuirassiers 
2nd chevaux-legers 
Artillery 

4th Division Cuirassiers - Defrance 
1st carabiniers 
2nd carabiniers 
1st cuirassiers 
4th chevaux-legers 
Artillery 

Corps Artillery - Seruzier 
III Corps Cavalry - Grouchy 

3rd Division Light Cavalry - Chastel 
11th Light Cavalry Brigade - Gauthrin 
6th Hussars 
8th chasseurs a cheval 
10th Light Cavalry Brigade - Gerard 
6th chasseurs a cheval 
25th chasseurs a cheval 
17th Light Cavalry Brigade - Dommanget 
Chevaulegers 
Chevaulegers 
Chevaulegers 
Division Artillery 
6th Division Cavalry - Lahoussaye 
7th dragoons 
23th dragoons 
28th dragoons 
30th dragoons 
Artillery 

Corps Artillery - Griois 


450 

450 

500 

350 

150 

250 

400 


00 

600 

450 

250 


450 

400 

200 

200 


29 guns 


350 

350 

350 

350 

200 

200 

300 


300 

300 

350 

300 


10 guns 



IV Corps Cavalry - Latour-Maubourg 

4th Division Light Cavalry - Rozniecki 

11th Lancer 450 

29th Light Cavalry Brigade - Turno 

3rd Lancer 300 

16th Lancer 350 

7th Heavy Cavalry Division - Lorge 

Corps Guard 400 

Cuirassieurs 400 

14th 350 

1st Cuirassieurs 450 

2nd Cuirassieurs 450 

Corps Artillery - Hortig 24 guns 

I Corps Cavalry - Murat 

1st Light Cavalry Brigade - Pajol 

2nd chasseurs a cheval 200 

9th Lancer 200 

2nd Light Cavalry Brigade - Bordesoulle 

1st chasseurs a cheval 450 

3rd chasseurs a cheval 250 

III Corps Cavalry - Murat 

9th Light Cavalry Brigade - Mourier 

11th chasseurs a cheval 400 

6th chasseurs a cheval 450 

4th Jaeger 400 

14th Light Cavalry Brigade - Beurmann 

4th chasseurs a cheval 500 

28th chasseurs a cheval 100 

1st Chevaulegers 350 

Liebchevaulegers 350 

Artillery 6 guns 

2) RUSSIAN ORDER OF BATTLE 
September 7, 1812 

The small Militia units attached with infantry units were mostly non- 
combatant and used for helping with wounded and building fortifications. 
The large groups of militia were kept together in the rear to give the impres¬ 
sion of added strength. 

Commander - Kutuzov 

Right Wing - Miloradovich 

Right Observation Detachment. - Vlasov 3 

Maslovsk Defense Detachment. - Passek 
4th Jaeger Rgt. 

30th Jaeger Rgt. 

48th Jaeger Rgt. 


Borodino Advanced Detachment. - Bistrom 
Lifeguard Jaeger Rgt. 

Artillery: 14 guns 

Gorki Advanced Detachment. - Diteriks 
11th Jaeger Rgt. 

36th Jaeger Rgt. 

7th Battery Co.: 12 guns 

2nd Infantry Corps - Baggovut - 10,300 (inch Jaeger Rgt.) 
4th Infantry Division - Eugen von Wurttemberg, G.M. 
1st line: Tobolsk Infantry Rgt. 

Volinsk Infantry Rgt. 

2nd line: Kremenchung Infantry Rgt. 

Minsk Infantry Rgt. 

4th Artillery Brg: 36 guns 
17th Infantry Division - Olsufief, G.L. 

1st line: Ryzansk Infantry Rgt. 

Belozersk Infantry Rgt. 

2nd line: Brestsk Infantry Rgt. 

Vilmanstransk Infantry Rgt. 

17th Artillery Brg: 36 guns 
Attached Moscow Militia - 1st Jaeger Rgt. 

4th Infantry Corps - Count Osterman-Tolstoi, G.L. - 9500 
(incl. Jaeger Rgt.) 

11th Infantry Division - Tchoglokov 
1st line: Keksholmsk Infantry Rgt. 

Pernovsk Infantry Rgt. 

2nd line: Polotsk Infantry Rgt. 

33rd Jaeger Rgt. 

Eletsk Infantry Rgt. 

11th Artillery Brg: 30 guns 
23rd Infantry Division - Bakhmetieff, G.M. 

1st line: Rilsk Infantry' Rgt. 

Ekaterinburgsk Infantry Rgt. 

2nd line: Koporsk Infantry Rgt. 

Artillery: 12 guns 
Attached Moscow Militia - 1200 

2nd Reserve Cavalry Corps - Korf, G.L. - 3500 

1st line: Pskovsk Dragoon Rgt. 

Moskovsk Dragoon Rgt. 

2nd line: Polsk Ulan Rgt. 

Iziomsk Hussar Rgt. 

Smolensk Militia Cavalry Rgt. 

Artillery: 12 guns 


Right Wing Reserve 

1st Reserve Cavalry Corps - Uvarov, G.L. - 2500 
1st line: Nezhinsk Dragoon Rgt. 

Elisabetgradsk Hussar Rgt. 

2nd line: Leib-Guard Dragoon Rgt. 

Leib-Guard Hussar Rgt. 

Leib-Guard Ulan Rgt. 

Leib-Guard Cossack Rgt. 

Black Sea Cossack Sotni 
Artillery: 12 guns 

Cossack Corps - Platov, General of Cavalry 
9 Cossack Rgts. 

Artillery: 12 guns 

Center - Dokhturov, General of Infantry (6th Infantry Corps Commander) 

Advanced Detachment, of the Center - Aleksapol 
19th Jaeger Rgt. 

40th Jaeger Rgt. 

1st Jaeger Rgt. 

18th Jaeger Rgt. 

6th Infantry Corps - Dokhturov, General of Infantry - 9900 
(Inch Jaeger Rgt.) 

7th Infantry Division - Kapsevitch, G.L. 

1st line: Moskovsk Infantry Rgt. 

Pskovsk Infantry Rgt. 

2nd line: Sofiisk Infantry Rgt. 

Libausk Infantry Rgt. 

7th Artillery Brg: 24 guns 
24th Infantry Division - Lichatcheff, G.M. 

1st line: Ufmsk Infantry Rgt. 

Shchrvansk Infantry Rgt. 

2nd line: Butirsk Infantry Rgt. 

Tomsk Infantry. Rgt. 

24th Artillery Brg: 36 guns 
Attached Moscow Militia - 1280 

3rd Reserve Cavalry Corps - Baron Kreutz, G.L. - 3700 
1st line: Kurlandsk Dragoon Rgt. 

Orenburgsk Dragoon Rgt. 

Simbirsk Dragoon Rgt. 

Irkutsk Dragoon Rgt. 

2nd line: Sumsk Hussar Rgt. 

Mariupolsk Hussar Rgt. 

Artillery: 12 guns 

Center Reserve 

5th Infantry Corps - Lavrov, G.L. 

Guard Infantry Division - 13,000 (Incl. LeibGd Jaeger Rgt.) 


1st line: Leib-Guard Preobrazhensk Rgt. 

Leib-Guard Semenovsk Rgt. 

Leib-Guard Izmailovsk Rgt. 

2nd line: Leib-Guard Finlandsk Rgt. 

Leib-Guard Litovsk Rgt. 

Leib Guard Artillery Brg: 48 guns 
1st Cuirassier Division - Borosdin II, G.M. - 2400 
Chevalier Guard Rgt. 

Horse Guard Rgt. 

Emperor Cuirassier Rgt. 

Empress Cuirassier Rgt. 

Astrakhan Cuirassier Rgt. 

Artillery: 32 guns 

Main Artillery Reserve: 120 guns - Eilar 
Left Wing - Prince Bagration, General of Infantry 

Detachment. 

6th Jaeger Rgt. 

49th Jaeger Rgt. 

50th Jaeger Rgt. 

1st Advanced Detachment. - Gogel 
5th Jaeger Rgt. 

41st Jaeger Rgt. 

42nd Jaeger Rgt. 

2nd Advanced Detachment. - Shakhovsk 
20th Jaeger Rgt. 

21st Jaeger Rgt. 

Combined Grenadier batts of 3rd Division 

Fortifications 

Great Redoubt: 18 guns 
Bagration Fleches: 40 guns 
Semenovsk: 18 guns 

7th Infantry Corps - Raevsky, G.L. - 10,800 (inch Jaeger Rgt.) 
26th Infantry Division - Paskevitvh, G.M. 

1st line: Ladozhak Infantry Rgt. 

Poltavsk Infantry Rgt. 

2nd line: Nizhegorodsk Infantry Rgt. 

Orlovsk Infantry Rgt. 

26th Artillery Brg: 6 guns 
12th Infantry Division - Vasilchikov, G.M. 

1st line: Narvsk Infantry Rgt. 

Smolensk Infantry Rgt. 

2nd line: Ingermanlandsk Infantry Rgt. 

Aleksopolsk Infantry Rgt. 

8th Infantry Corps - Borozdin I, G.L. - 11200 (incl. Jaeger Rgt.) 
27th Infantry Division - Neverovski, G.M. 

1st line: Odessk Infantry Rgt. 

Simbirsk Infantry Rgt. 


2nd line: Vilensk Infantry Rgt. 

Tarnopolsk Infantry Rgt. 

2nd Grenadier Division - Prinz Karl von Mecklenburg- 
Schwerin, G.M. 

Kievsk Grenadier Rgt. 

Moskovsk Grenadier Rgt. 

Astrakhansk Grenadier Rgt. 

Fanagoriisk Grenadier Rgt. 

Sibirsk Grenadier Rgt. 

Malosossiisk Grenadier Rgt. 

2nd Army Artillery Reserve: 80 guns - Levenstern 

4th Cavalry Corps - Count Sivers, G.M. - 3800 
1st line: Kharkovsk Dragoon Rgt. 

Chernigovsk Dragoon Rgt. 

Kievsk Dragoon Rgt. 

2nd line: Litovsk Ulan Rgt. 

Akhtrsk Hussar Rgt. 

Artillery: 12 guns 

Left Wing Reserve 

2nd Combined Grenadier Division - Count Voronzov, 
G.M. - 21 men 
Artillery: 12 guns 

2nd Cuirassier Division - Duki 2, G.M. - 2300 
Ekaternoslavsk Cuirassier Rgt. 

Ordensk Cuirassier Rgt. 

Glukhovsk Cuirassier Rgt. 

Malorossiisk Cuirassier Rgt. 

Novgorodsk Cuirassier Rgt. 

Left Observation Detachment - Karpov 2, G.M. - 1500 
8 Cossack Rgts. 

Attached Smolensk Militia - Lt. General N.P. Lebedev - 3000 
Separate Utitsk Detachment - Tuchkov I 
3rd Infantry Corps - Tuchkov I 

1st Gren Division - Count Strogonov, G.M. 

Leib Grenadier Rgt. 

Graf Araktcheev Grenadier Rgt. 

Pavlovsk Grenadier Rgt. 

S. Peterburgsk Grenadier Rgt. 

Tavrichesk Grenadier Rgt. 

Ekaterinoslavsk Grenadier Rgt. 

Artillery: 18 guns 

3rd Infantry Division - Konovnitzin, G.L. 

1st line: Muromsk Infantry Rgt. 

Revelsk Infantry Rgt. 

2nd line: Chernigovsk Infantry Rgt. 

Selenginsk Infantry Rgt. 

Attached Moscow Militia - 1280 
Attached Moscow Militia - 9000 





















